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Barbarian 2 Gruul Anarch 
CLASS & LEVEL BACKGROUND PLAYER NAME 


Human 
RACE ALIGNMENT EXPERIENCE POINTS 


16 


PERSONALITY TRAITS 


© _+5 Strength 


DEXTERITY 
14 


O _+2_ Dexterity 


© +4 Constitution 


CURRENT HIT POINTS IDEALS 


O _-1_ Intelligence 


O +0 Wisdom 


O +1 Charisma 


| | 


BONDS 


SAVING THROWS | 
TEMPORARY HIT POINTS 4 


Acrobatics successes C=O )=C.) 
Animal Handling FAILURES C=C )=C) 


Arcana HIT DICE DEATH SAVES 


Athletics 
Deception 


History 


Rage (PH pg. 48) 


Greataxe 1d12 +3 slashing 
Insight 


Intimidation Spear 1d6 or 1d8 + 3 piercing 


Reckless Attack (PH pg. 48) 


Investigation 

sien Javelin 1d6 + 3 piercing 
edicine 

Danger Sense (PH pg. 48) 


Nature 


Perception 


Rubblebelt Refuge (you are 
familiar with ruined or 
abandoned spaces in the city, 
can find shelter and rest 
there, and can provide food 
and water for yourself and up 
to five others) 


Performance 
Persuasion 
Religion 

_+2_ Sleight of Hand 


Stealth 


Survival 


SKILLS ATTACKS & SPELLCASTING 


Greataxe, a spear, 
four javelins, an 
explorer's pack, a 
Gruul insignia, a 
hunting trap, a 
herbalism kit, the 
/p skull of a boar, a 
beast-hide cloak, a 
Jy set of traveler’s 
clothes, and a belt 
pouch 


OTHER PROFICIENCIES & LANGUAGES NN EQUIPMENT 


Common, Giant, Goblin 


Herbalism kit 


FEATURES & TRAITS 


D&D: 


HEIGHT WEIGHT 


——=i Ie 


|_==> HARACTER NAME 


CHARACTER APPEARANCE ALLIES & ORGANIZATIONS 


ADDITIONAL FEATURES & TRAITS 


CHARACTER BACKSTORY XN TREASURE y 


